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INTRODUCTION 


FEATURES 


Your Radio Shack Super 1680L 
Chess Computer is a great chess op- 
ponent, referee, and teacher. Your 
computer has the following special 
features: 


Sixteen Play Levels — give you 14 
difficulty levels for standard play and 
two special problem-solving modes. 


Rule Enforcement — prevents illegal 
moves as you play against the com- 
puter or another person. 


Opening Book Memory — lets the 
computer respond more rapidly dur- 
ing the opening moves in a game. 


Position Verification — helps you 
verify the current position of the chess 
pieces in case you accidentally dis- 
turb the chessboard. 


Pause — lets you turn off the com- 
puter and continue the game later. 
With fresh batteries, the computer 
remembers information for the current 
game for up to 1 year. 


Take-Back — lets you take back moves 
and try a new approach to the same 
problem. 


Help — lets you ask the computer to 
suggest your next move. 


Setup — lets you set up special chess 
problems. 


Two Power Options — give you the 
choice of operating your computer 
from battery power or household AC 
power (requires an AC adapter). 


Note: This computer's maximum Elo 
rating is 1680. Elo ratings have not 
been determined for individual play 
levels. In addition, it is not possible to 
give a meaningful comparison of the 
skill levels of the various play levels. 
In general, the computer is more 
powerful at the play levels that allow it 
to search longer. 


BEFORE YOU BEGIN 


This computer knows the rules of 
chess, including special moves such 
as castling and capturing en passant. 
The computer might appear to be 
playing irregularly when it is actually 
obeying these rules. 


If you are not familiar with the rules of 
chess, be sure you read the supplied 
pamphlet called Rules of Chess. If 
you need more information, your local 
library is likely to have several books 
on the subject. 
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CONNECTING TO POWER 


INSTALLING BATTERIES 


You can power the computer with four 
AA batteries. Fresh alkaline batteries 
(Radio Shack Cat. No. 23-552) can 
provide up to 100 hours of playing 
time. Follow these steps to install bat- 
teries. Press STOP to turn off the 
computer before you replace the bat- 
teries. 


1. Remove the battery compartment 
cover as shown. 


2. Install the batteries, as indicated by 
the diagrams inside the compart- 
ment. 


e 


Replace the cover. When you first 
apply power, the computer runs a 
brief self-test. Then, the WHITE in- 
dicator lights. 


Note: If the indicators do not light 
or if all the indicators light steadily, 
reset the computer. See "Resetting 
the Computer." 


Replace the batteries when the in- 
dicators become dim or the sound be- 
comes weak. 


USING AN AC ADAPTER 


Using an optional adapter, such as 
Cat. No. 273-1454, you can operate 
the computer from household AC 
power. 


Caution: You must use an AC adapt- 
er that supplies 6 volts and delivers at 
least 50 milliamps. Its center tip must 
be set to negative, and its plug must 
correctly fit the computer's ADAPTER 
6V jack. Using an adapter that does 
not meet these specifications could 
seriously damage the computer or the 
adapter. 


Follow these steps to use AC power. 


1. Press STOP to turn off the com- 
puter. 


2. Plug the adapter's barrel plug into 
the computer's ADAPTER 6V jack. 


3. Plug the adapter's power module 
into a standard AC outlet. 


Caution: Press STOP to turn off the 
computer before you unplug the 
adapter from the outlet or computer. 


BASIC OPERATION 


Read "Playing Against the Computer" 
to learn the basic steps for playing a 
game against the computer. Then, 
read the rest of this section for more 
detailed information. 


See "Additional Features" for instruc- 
tions for two-person play and for infor- 
mation about the computer's special 
features. 


PLAYING 
AGAINST THE COMPUTER 


Follow these steps to play against the 
computer. 


1. Place the chess pieces on the chess- 
board as shown. Be sure the white 
pieces are on the side nearer you 
(with the board turned so that the 
control names are right-side-up). 


2. Press GO to turn on the computer. 


Then, press NEW GAME. This 
clears all information from the pre- 
vious game. 


The WHITE indicator lights to show 
that it is your move. 
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Note: Normally, you play the white 
pieces and the computer plays the 
black pieces. However, you can 
change sides as described in 
"Changing Sides." 


. Select the white piece you want to 


move, and press it down on its cur- 
rent square on the chessboard. 
The row/column indicators light to 
confirm the piece you have se- 
lected. 


. Move the piece to its new position 


and press it down. 


. The BLACK indicator flashes while 


the computer plans its move. Then, 
row/column indicators light to show 
you which piece the computer wants 
to move. 


Press down the indicated piece. 


Note: During the opening moves in 
a game, the computer operates 
from its opening book memory and 
indicates its move almost immedi- 
ately. 


. New row/column indicators light to 


show you where the computer 
wants to move the piece. 


Move the piece to the indicated 
position and press it down. 


. Continue play until the game ends. 


See "Check, Checkmate, and 
Draw." Then, press STOP to turn off 
the computer. 


Or, press STOP to pause play. To 
later resume the game, press GO. 
For more information, see "Pausing 
Play." 


SELECTING THE PLAY LEVEL 


The computer has 16 play levels—14 
difficulty levels for play against the 
computer and 2 special problem-solv- 
ing modes. 


After you install batteries or reset the 
computer, the computer is at Level 3. 
After that, the computer remains in 
the last selected level. 


To confirm the current level, press 
LEVEL once. A row/column indicator 
lights to show the current level. 


To change the level, repeatedly press 
LEVEL. 


Note: You cannot confirm or change 
the level during the computer's turn. 


The play levels are described below: 


* Beginner (A-G): At these levels, 
even beginners have a chance for 
success. The computer makes the 
common beginner's mistakes, such 
as leaving material unprotected, 
failing to capture unprotected ma- 
terial, or capturing material at the 


expense of leaving the king un- 
protected. 


As the level increases, the com- 
puter makes fewer mistakes. 


Expert (1—6): At these levels, the 
computer uses the skills of an ex- 
perienced player. As the level in- 
creases, the computer applies bet- 
ter tactics, plans further ahead, and 
considers more possibilities. 


Note: As the level increases, the 
computer takes longer to plan its 
moves. The average response time 
for Levels 1-6 ranges from 1 
second to 2 minutes. (Remember 
that these are averages. During a 
game, response times are often 
much shorter or longer.) 


Indefinite Response Time (7): At 
this level, the computer has the ad- 
vanced playing skills of Level 6 
and the added power of an in- 
definite response time. You can let 
the computer plan its next move for 
hours or even days. 


When you want the computer to 
make a move, press PLAY. The 
computer then indicates the move 
it considers best, based on the re- 
search it has done up to that point. 


Note: If the computer searches all 
possible solutions or runs out of 
memory, it indicates the move 
before you press PLAY. 


Problem-Solving (H and 8): See 
"Using Problem-Solving Modes." 
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PAUSING PLAY 


To conserve battery power, turn off 
the computer any time you plan to 
stop playing for more than a few 
minutes. 


To turn off the computer, press STOP. 
All indicators turn off. 


To resume play, press GO and pro- 
ceed with play as usual. 


CHECK, CHECKMATE, 
AND DRAW 


The computer indicates check, check- 
mate, and draw by stalemate or by 
threefold repetition. 
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Checkmate 


Check 


When a king is placed in check, 
CHECK and the color indicator for the 
checked side light. 


Checkmate 


When a game ends in checkmate, 
CHECK, END, and the color indicator 
for the checkmated side light. 


Draw 


When a game ends in draw by 
stalemate or by threefold repetition 
(same board position appears three 
times in a row), END lights. 


ADDITIONAL FEATURES 


PLAYING AGAINST 
ANOTHER PERSON 


You can play a complete game a- 
gainst another person or change to 
two-person play during a game. Dur- 
ing two-person play, you can use the 
same features that are available 
during play against the computer. 


To select two-person play, press NON- 
AUTO so that the SET UP indicator 
lights. 


To return to play against the com- 
puter, press NON-AUTO so that the 
SET UP indicator turns off. If it is the 
computer's turn, press PLAY. 


Note: You cannot change to two- 
person play during the computer's 
turn. 


CHANGING SIDES 


Normally, the computer plays the black 
pieces and you play the white pieces. If 
you want to play the black pieces, fol- 
low these steps. 


1. Place the chess pieces on the 
chessboard as shown. Be sure the 
black pieces are on the side nearer 
you (with the board turned so that 
the control names are right-side-up). 


VIVYTUTY! 
RATTET 


2. Press NEW GAME. The WHITE in- 
dicator lights. 


3. Press PLAY. The computer indi- 
cates the first move for the white 
pieces. 


4. Make the computer's move. The 
BLACK indicator lights and the 
computer waits for you to make the 
move. Proceed with play. 


Note: Each time you press PLAY 
during a game, the computer plays for 
the side that has the move, so you 
can change sides at any time. You 
can even let the computer play 
against itself! 


FORCING THE 
COMPUTER'S RESPONSE 


As the computer plans a move, you 
can cut short its search and force it to 
play immediately. As the computer's 
color indicator flashes, press PLAY. 


Notes: 


* This prevents the computer from 
working at the selected play level, 
so it might be better to select a less 
difficult level. 


* You cannot use this feature when 
the computer is set to Level 8 or H. 
GETTING HELP 


During a game, follow these steps to 
let the computer suggest your next 
move. 


= 


. While your color indicator is on, 
press PLAY. 


Your color indicator flashes as the 
computer thinks. Then, row/column 
indicators light to indicate the com- 
puter’s suggested move. 


2. Make the suggested move. 


3. When the computer's color indi- 
cator lights, press PLAY. The com- 
puter's color indicator flashes as it 
thinks. Then, the computer indi- 
cates its chosen move. 


Proceed with play as usual. 
Notes: 


* |f you prefer to make a move other 
than the suggested move, you can 
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take it back. See "Taking Back 
Moves." 


* You can also let the computer 
solve special chess problems. See 
"Using Problem-Solving Modes." 


TAKING BACK MOVES 


If you have indicated the chess piece 
you want to move but not yet moved it 
to its new square, you can easily can- 
cel the move. You can also take back 
a move you have completed. 


After Indicating the Piece 


After you indicate the piece you want 
to move, cancel the move by pressing 
down again on the same square. The 
row/column indicators turn off. You 
can now move any piece. 


After Completing the Move 


Follow these steps to take back a 
move. 


1. Press TAKE BACK. Row/column in- 
dicators show the last piece moved. 


2. Press down the indicated piece. 
Row/column indicators show the 
piece's previous position. 


3. Return the piece to the indicated 
square and press down. 


You can take back as many as six 
moves. 


VERIFYING POSITIONS 


If 


you accidentally move the chess 


pieces, you can verify their correct 
positions. 


Notes: 


You cannot verify piece positions 
during the computer's turn. 


If a piece is out of place, return it to 
the indicated square without press- 
ing down. If a captured piece is 
mistakenly left on the board, re- 
move it without pressing down. 


To verify the piece positions, do the 
following. 


1. 


m 


Press the appropriate button, as 
shown below: 


Pawn ê Bishop A 
Rook ï Queen Ww 
Knight 4 King d 


Row/column indicators light (for 
white pieces) or flash (for black 
pieces) to show the current posi- 
tion for one of the pieces of that 
rank. 


. Press the same piece button addi- 


tional times to verify the position of 
other pieces of the same rank and 
color. 


When the row/column indicators 
turn off, the computer has shown 
you the position for all pieces of 
that rank and color. 


If necessary, press the piece but- 
ton additional times to see the 
positions again. 


. To check the positions for addition- 


al pieces of the same color, repeat 
Steps 1 and 2. 


. To check the positions for the other 


color, press COLOR. The other 
color indicator lights. 


Row/column indicators light or flash 
to show the position for the piece 
you last selected. 


Verify the positions for this color as 
described in Steps 1-3. 


. Press COLOR to light the color in- 


dicator for the side that has the 
move. The indicators show the 
position for the last piece you 
selected. Proceed with play as 
usual. 
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SETTING UP SPECIAL SITUATIONS 


Use the following procedure to set up 
special situations that you want to 
play or special problems that you 
want the computer to solve. 


Note: You cannot set up special situa- 
tions during the computer's turn. 


1. 


2. 
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Begin as follows: 


* To set up a situation using most 
of the chess pieces, place the 
pieces on the chessboard as you 
do at the beginning of a game. 
Then, press NEW GAME and SET 
UP in sequence. 


* To set up a situation using only 
a few chess pieces, remove all 
pieces from the board. Then, 
press NEW GAME, SET UP, and 
TAKE BACK in sequence. 


* To change piece positions dur- 
ing a game, press SET UP. 


The SET UP indicator flashes. 


Press COLOR to light the indicator 
for the side whose pieces you want 
to set up. 


Then, move, remove, or add pieces 
as follows: 


* To move a piece, press it down 
on its current square. (The row/ 
column indicators do not light.) 
Then, press the piece down on 
its new square. (The row/column 
indicators light for the new posi- 
tion. These indicators turn off 
the next time you select a 
piece.) 


* To remove a piece, press it 
down on its current square. (The 
row/column indicators do not 
light.) Then, remove the piece 
from the board. 


* To add a piece, press the ap- 
propriate piece button. (Row/ 
column indicators light for the cur- 
rent position of one of these 
pieces, as they do when you ver- 
ify piece positions.) Then, press 
the piece down on the desired 
Square. (The row/column indi- 
cators light for the position you 
select. These indicators turn off 
the next time you select a piece.) 


3. Repeat Step 2 to set up the other 


Side's pieces. 


. Press COLOR to light the indicator 


for the side that has the next move. 


. Press SET UP to return. to normal 


play. The SET UP indicator turns 
off. If the SET UP indicator does not 
turn off, you have set up an invalid 
situation. Check the setup, and 
add, move, or remove pieces as 
necessary. Then, press SET UP 
again. 


Note: The computer does not de- 
tect all invalid situations, so care- 
fully check the piece positions 
before you press SET UP to return 
to normal play. 


. If itis your turn, make the move as 


usual. If it is the computer's turn, 
press PLAY. Then, proceed as 
usual. 
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USING PROBLEM-SOLVING MODES 


Two special play modes (Levels 8 
and H) let you use the computer to 
Solve chess problems. 


At Level 8, the computer determines 
whether the selected side can check- 
mate the opponent's king within four 
moves, regardless of the opponent's 
defense. 


At Level H, the computer determines 
whether the selected side can make a 
move that will improve its position by 
two pawns or more ' it cannot find 
one, it determine, whether the 
selected side can checkmate the 
opponent's king within four moves, 
regardless of the opponent's defense. 


Follow Steps 1-5 in "Setting Up Spe- 
cial Play Situations" to set up 
problems such as those you find in 
chess books and newspaper col- 
umns. Then, enter Level 8 or H to let 
the computer solve the problem. 


You can also enter Level 8 or H to get 
help during a game. 


Follow these steps to use Level 8 or 
H. 


1. Repeatedly press LEVEL to select 
the problem-solving mode, as fol- 
lows: 


B uus Forced Checkmate 
H noe. Two-Pawn Advancement 
or Forced Checkmate 
2. Press PLAY. 


3. The color indicator flashes as the 
computer thinks. 


If the computer finds a solution, 
row/column indicators light to show 
you each move. Move the pieces 
as indicated to see the computer's 
solution. 


If the computer does not find a 
solution, a tone sounds. 


Notes: 


* If you do not want to wait for the 
computer to solve the problem, 
press PLAY again. The color in- 
dicator stops flashing, and the 
computer stops trying to solve the 
problem. 


* To return to normal play, repeatedly 
press LEVEL until the desired level 
indicator lights. If it is your move, 
proceed with play as usual. If it is 
the computer's move, press PLAY. 
Then, proceed with play as usual. 


TURNING OFF THE SOUND 


Press SOUND to turn off the error and 
confirmation tones. Press SOUND a- 
gain to turn on the sound. 


Note: You cannot turn the sound on 
or off during the computer's turn. 


RESETTING THE COMPUTER 


If the computer does not reset proper- 

ly after you install batteries or if it 

does not respond to any button, reset 
O the computer as follows. 


1. Use the end of a straightened 

Y paper clip to press and hold down 
the ACL button on the bottom of 

the computer. All indicators turn off. 


. Release the ACL button. The com- 

puter runs a brief self-test. When 
© the test is complete, the WHITE in- 
dicator lights steadily. 


O 


This clears all information from the 
computer's memory. 


MAINTENANCE 


Your Radio Shack Super 1680L 
Chess Computer is an example of su- 
perior design and craftsmanship. The 
following suggestions will help you 
care for the computer so that you can 
enjoy it for years. 


Keep the computer dry. 
If the computer does 
get wet, wipe it dry im- 
mediately. Liquids can 
contain minerals that 
corrode the electronic 
Circuits. 


Use and store the com- 
puter only in normal tem- 
perature environments. 
Temperature extremes 
can shorten the life of 
electronic devices, dam- 
age batteries, and distort 
or melt plastic parts. 


Handle the computer 
gently and carefully. 
Dropping it can damage 
the circuit boards and 
cause the computer to 
work improperly. 


Keep the computer a- 
way from dust and dirt, 
which can cause pre- 
mature wear of parts. 


Wipe the computer with 
a dampened cloth oc- 
casionally to keep the 
computer looking new. 
Do not use harsh chem- 
icals, cleaning solvents, 
or strong detergents to 
clean the computer. 


Use only fresh bat- 
teries of the recom- 
mended size and type. 
Always remove old or 
weak batteries. They 
can leak chemicals that 
destroy electronic cir- 
cuits. 


Modifying or tampering with the 
computer's internal components can 
cause a malfunction and might in- 
validate its warranty. If your computer 
is not performing as it should, take it 
to your local Radio Shack store where 
our personnel will assist you and ar- 
range for service if needed. 
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RADIO SHACK LIMITED WARRANTY 
This product is warranted against defects for 90 days from date of purchase from Radio 
Shack company-owned stores and authorized Radio Shack franchisees and dealers 
Within this period. we will repair it without charge for parts and labor. Simply bring your 
Radio Shack sales slip as proof of purchase date to any Radio Shack store. Warranty 
does not cover transportation costs. Nor does it cover a product subjected to misuse or 
accidental damage. 
EXCEPT AS PROVIDED HEREIN. RADIO SHACK MAKES NO WARRANTIES, 
EXPRESS OR IMPLIED, INCLUDING WARRANTIES OF MERCHANTABILITY AND 
FITNESS FOR A PARTICULAR PURPOSE. Some states do not permit limitation or 
exclusion of implied warranties: therefore, the aforesaid limitation(s) or exclusion(s) may 
not apply to the purchaser 
This warranty gives you specific legal nights anc you may also have other rights which vary from state to state 


We Service What We Sell 


RADIO SHACK 
A Division of Tandy Corporation 
Fort Worth, Texas 76102 
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